example, mental models are used in deciding whether to display our naval "presence" in a foreign port or whether a discussion on the golf course would be more effective.
However, in constructing consistent policies over long periods of time that involve the conflicting interests of many countries, the complexities often overwhelm simple models. A computer implementation, combining and extending the simple models, might be useful; but its design is a hard problem. This paper presents a philosophical framework for modeling psycho-social attributes at the theater level and develops some of the necessary structure.
INTRODUCTION
Psycho-social attribute is a fancy label for such hard to model things as fear, suppression (of various activities), addiction, sympathy, ownership, and democratic leanings. These are human attributes that are significant activity drivers in lower intensity conflicts (LIC), operations other than war (OOTW), and counter-narcotics operations.
The psycho-social factors that influence conflict have been avoided in many explicit modeling domains. For example, political-military questions have most often been addressed through seminar wargames, in which these human factors are coped with by humans who react, and thus embody the model. These wargames provide insight into possible extrapolations of situations; however, they have low predictive power.
On the other hand, fatigue and fear in combat are generally ignored in combat models. In these models, the questions being answered are restricted to those in which the psycho-social effects may be presumed to be constant over the domain of interest.
(This has been true, in part, due to a reluctance to defend conjectural models.)
The end of the Cold War has been accompanied by a shift in the nature of the questions needing answers. High intensity combat no longer dominates the scenario environment.
In low intensity combat and non-combat conflict scenarios, the psycho-social factors have a greater importance than they hold in high intensity combat scenarios. These safe routes will be, in part, illusory, an artifact of the level of detail.
In many cases, units too small to represent practically will be dispersed over the terrain.
While these units may be too small to deal significant damage to a combat-ready brigade on the assault, they may have the weapons to shoot down some fixed wing and rotary wing aircraft and destroy some armored and unarmored vehicles.
Their effects should be represented in some fashion in the model, because they will affect the prosecution of a real conflict.
The analyst knows what territory is "enemy" territory, but the model doesn't. Further, a model that contains a detection module cannot detect any threats in the empty grid squares, beeause none exist. For simulations that explicitly model uncertainty there is also the problem of modeling false detections.
One concept is that the populace maybe more fervently for the military when it is present than when it is not and the further in space and time, the less fervent. Figure  2 shows a space decay function.
The darkest ellipse indicates a 100% value, degrading to O% external to the largest ellipse. This function extends point values over a 2-[dimensional region. Its twisting, elliptical form is chosen to emphasize that a circular normal decay function is not the only possibility. Figure 3 shows a~time decay function, in this case an exponential function fit to some data. represents enemy-sympathy. In a strict two-sided conflict, it might be desirable to maintain a single scalar field, denoting a spectrum between friendlysympathy to enemy-sympathy. However, in a multisided conflict (and perhaps in a two-sided conflict as well), multiple scalar or vector fields are needed, one dimension for each side. In these cases, the value of the fields might represent the percent of the populace maintaining the particular sympathy, rather than the fervor of the sympathy.
The rules for geographical and time decay are debatable and should be chosen after due consideration of the situation being modeled.
/% Figure size) in any given location can be determined. In Figure 5 , the danger in a given grid square is based directly on the ownership determination and has been converted from a continuum to a set of discrete values.
Lower-threat corridors still exist and nothreat corridors are possibl~however, the threat levels are more likely to model reality than in the previous case. Naturally, the rules for different threat types can be heterogeneous and can depend on more than ownership rules. Adjunct scalar fields might include addiction levels, drug costs, crime levels (in support of drug habits), and various societal costs.
Any proposed action will impact many factors.
The connection between an action and its factors maybe represented as vector decomposition. This level of resolution is important because some overtures are aimed at the populace and will show no effect unless there is a populace to be affected.
The principal actors react not only to direct approaches, but also to responses by the populace to various factors. Close initial correspondence would not be expected for two reasons: the object/factor interactions in the initial model would be very rough and the observations of reality would be based on undirected data gathering. This is a "ready, fire, aim" approach as opposed to a "ready, aim, fire" approach.
The variation is used because aiming presupposes more understanding of the realworld connections among factors than actually exists.
"Readyn corresponds to building the model. "Fire"
corresponds to using the model to make predictions. And does the will exist to use such modlels in the face of the unavoidable uncertainties and errors that will exist in such models?
The first question is certainly a proper question for funding agenciesresources are not infinite and should be expended where most needed.
The second question involves the balancing of the need for a solution through the use of the model and the need to know thle solution
